Chef
You start knowing how many pairs
of evil players there are.

Investigator

You start knowing that 1 of 2 players
is & particular Minion.

Washerwoman
You start knowing that 1 of 2 players
is a particular Townsfolk.

Libearian
You start knowing that 1 of 2 players
i5 a particular Qutsider. (Or that zero are in play.)

Oracle
Each might®, you learn
how many dead players are evil.

Undertaker
Each night*, you learn which character
died by execution today.

Sailor

Each night, choose an alive player:
ejther you or they are drunk until dusk,
You can't die,

B

Butler
Each night, choose a player (not yourself):
tomormow, you may only vote if they are voling too.

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Assassin
Once per game, at night*, choose a player:
they die, even if for some reason they could not.

Evil Twin

You & an opposing player know each ather.
If the good player is executed, evil wins.
Good can't win if you both live.

Imp

Each night*, choose a player: they die.
If you kill yoursalf this way,

a Minion becomes the Imp.

Kazali %

Each night*, choose a player: they die.

[You choose which players are which Minions.
-7 to 47 Outsiders]
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Snake Charmer
Each night, choose an alive player:
a chosen Demon swaps characters & alignme
with you & is then poisoned.

Fortune Teller

Each night, choose 2 players:
you leam if either is a Demon.
There & a good player that registers 25 a Demon toyou, ~
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Cult Leader
Each night, you become the alignment of an alive neghbor. 35 38
if all good players choose to join your cult, your team wins,

T
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Professor Ll
Once per game, at night*, choose a dead player: S8
if they are a Townsfolk, they are resurrected. T2 ;

Soldier
You are safe
from the Demaon,

Ravenkeeper

If you die at night,

you are woken to choose a player:
you learn their character.

£
Recluse l
You might register as evil & as a Minion or Demon, - 54
even if dead. R

Saint oy
If you die by execution, :
your team loses, Sh e

iy
Goblin B 5
If you publicly claim to be the Gaoblin : 'ifé'm 4
when nominated & are executed that day, FLN
your team wins. s

5

Baron ~
There are extra Qutsiders in play, e
[+2 Qutsiders] 23
Legion & ¢
Each might*, a player might die. e
Executions fail if only evil voted. g
You register a5 a Minion too, [Mast players are Legion]
Lord Of Typhon

Each night*, choose a player: they die.
[Evil characters are in a line. You are in the middle,
+1 Minion. -7 to +7 Outsiders]
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Check that all eyes are closed, Some Travellers & Fabled act.

The Sailor chooses a living player. @

The Snake Charmer chooses a player, If they chose the Demon;
Show the YOU ARE & Demon tokens. Give a thumbs down. Swap the Snake Charmer & Demon tokens.
Put the old Snake Charmer to sleep. Wake the old Deman.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up. &

Do whatever nesds to be done to simulate the Deman acting.
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis).

You may decide a player that dies. (Once per living Legion) &

The Imp chooses a player. @ If the Imp chose themselves:

Replace 1 alive Minion token with a spare Imp token,

Put the old Imp to sleep. Wake the new Imp.

Show the YOU ARE token, then show the Imp token,

The Lord of Typhan chooses a player, &

The Kazali chooses a player, @

The Assassin might choose a player. ©8

The Professor might choose a dead player. @8

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

If a player was executed today, show their character token.

Give a finger signal.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Butler chooses a player, @&

Wait a few seconds, Call for eyes open & immediately say wha died.
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